1989; Horowitz, 1986; Raimes, 1991) . Most ESL composition courses espouse an English for academic purposes (EAP) approach, in which the goal of the course is to prepare students for the writing demands they will face in their content classes (Ferris, 2001) . However, in spite of the wide acceptance of this goal, most university ESL composition courses have focused primarily on developing generalized rhetorical and linguistic skills that students may transfer to the more specific writing tasks that they will address in other courses. In doing so, ESL composition researchers and practitioners have left open the issue of what the content of the course should be and how it should be selected.
The approach that has given the most attention to the issue of content for EAP is content-based instruction. In this approach, the original adjunct model links the composition class to a university content class that requires writing, for example, history or marketing (Brinton et al., 1989) . Although this model originally met with great enthusiasm, it was often not practical to implement because it required cooperation across departments in the university and extensive tailoring of the writing course to the demands of one particular discipline. A more recent content-based model simulates academic content within the ESL course by using videos and readings from content area classes (Brinton & Holten, 2001) . This model eliminates the need for close coordination with another department throughout the semester, but the composition course must still be closely tailored to the writing requirements of the content course from which the lectures derive, perhaps leading to a relatively narrow selection of topics and writing tasks.
For those who choose to design the composition course more broadly to meet the needs of various disciplines, the more common ESL model adopts thematically based units (Raimes, 1991) . The reading material for such units is often adapted from textbooks designed for native speakers, which are composed of selected readings on controversial current issues. These topics are recurrent and predictable, often including issues such as capital punishment, gun control, family values, and the societal roles of women. Many international students find these topics difficult to engage, either because they do not have the cultural background to understand why the topics might be controversial or because they lack anything beyond a superficial familiarity with the issues. That these readings generally take a specifically American perspective further exacerbates the problem. The great variety of unrelated topics included in these readers may pose an additional disadvantage to the language learner. Even if the students develop some understanding of the issues and the relevant vocabulary from the first set of readings, they will rapidly encounter an entirely new set of issues and vocabulary in the second chapter.
More recently, the nature of the relationship between academic content and writing tasks has come under greater scrutiny. In a study that probed students' perceptions of the relationship between their ESL composition classes and the writing tasks required in other courses, Leki and Carson (1994) concluded that the ESL classes did not adequately reflect the importance of content in academic writing. The students in their study indicated that a major factor in getting a good grade on academic course writing tasks was the ability to control course content by knowing the material, supplying relevant details, and selecting important sources of information. The aspects of the ESL writing classes that the student perceived as most helpful in their university writing tasks were those relating to managing text, managing sources, and managing research. Rhetorical strategies ranked second, and language skills ranked a distant third. More interestingly, some students commented that the topics on which they wrote in the ESL composition classes were too superficial and not challenging enough. The students indicated that more complex writing assignments that required the use of information from multiple sources would have better prepared them for the demands of their academic classes. Leki and Carson concluded that to be prepared to write for academic purposes, ESL students must engage intellectually challengingly material and that this material must link reading, evaluating, and writing in reference to multiple sources.
In a second study, Leki and Carson (1997) further elaborated on the importance of the relationship between texts and writing tasks in academic settings. Based on the information provided by their subjects, they identified three styles of source information use in writing tasks across the curriculum. In the first style, students write from personal experience without source texts. In the second style, the class uses source texts to start discussion and generate ideas, but the individual writer is not responsible for understanding or incorporating the text into the written assignment. These first two styles were common in composition courses but were rare in academic content courses. In the third style, which Leki and Carson called "text responsible" writing, students use source texts extensively and must comprehend and incorporate information from them into their written assignments. In this style, the source texts may well include lectures, videos, and observational data in addition to assigned readings. This third style was predominant in academic content classes but rare in composition classes. These results suggest that even when ESL composition courses assign academic readings, they may not be training students to deal with content of those readings as they will have to do in their academic classes. Leki and Carson (1997) also reported on student perceptions and attitudes about these three different styles of source use. Paradoxically, many of the students suggested that familiarity was a problem for personal experience-based writing. Students commented that the writing prompts were often unexpected things about which they had not been thinking and about which they would normally not think of writing. Students said that the second approach-that of using sources to generate ideastypically presented too many new and unfamiliar ideas, led them to formulate biased opinions, and caused anxiety about plagiarizing. Within both of these approaches, the students perceived the topics as arbitrary, unimportant, and requiring little intellectual engagement. In the context of the third approach, students commented that the text usually provided the critical content for writing as well as key vocabulary and rhetorical forms. They felt little need to invent ideas and focused on mastering and accurately representing the content of the sources. Plagiarism remained a concern. Students commented on the need to transform the text to avoid using key words or phrases from the original, saying that this was easier to do in subjects that they had studied in more depth. Leki responsible way and that they would benefit from more in-depth study of topics that encourage them to take "a stance of engagement with serious and compelling subject matter" (pp. 63-64). The problem then for ESL composition course designers is how to select content that is academic and intellectual challenging but at the same time comprehensible to newly arrived international students with varying levels of cultural familiarity with the United States. In addition, the students need to spend an adequate amount of time on the topics to be able to understand, manipulate, and transform the knowledge and its associated language. This latter point is critical, both to achieve the desired text responsible writing and to give the students enough ownership of the topic and the language with which it is associated to avoid plagiarism.
The use of simulations in the ESL composition course provides a means of addressing these needs. As Klabbers (2001) has suggested, simulation/gaming readily encompasses both declarative and procedural knowledge, allowing participants to focus on facts, concepts, and principles while experimenting with a variety of procedures and strategies for accomplishing their goals. Furthermore, the interactive learning environment of simulation/gaming aims at producing expertise. Millians (1999) affirmed these characteristics, asserting that the use of simulation/gaming with his young adult students allows them to "master complex material from outside their normal experiences with delight because it matters to them" (p. 216). He stated further that because of their high levels of motivation and investment, the students "show a marked ability to compose expository pieces on what is otherwise foreign experience" (p. 216). Corbeil (1999) found similar effects in his use of historically based simulations in an international relations class. He identified his own contribution as being "a commitment to push the use of the medium to the limit" (p. 171). Corbeil argued that many adult classes use simulation/gaming only as support for lectures and other instructional approaches. As a result, they are usually restricted to a very limited time frame, which does not permit them to develop all their possibilities. He chose to devote the class entirely to the simulations. To achieve this, he designed the simulations so that the means that the participants used in the simulation constituted the intended course content. The result was that the simulation/gaming helped learners build schemas to understand the historical situation and context and provided feedback that allowed students to develop and modify those schemas.
These studies clearly demonstrate that simulations are effective vehicles for introducing students to complex content, especially in cases where the simulations allow students to explore various options over a longer period of time. The research further suggests that simulations may be more effective than traditional presentation modes in encouraging learners to master the material and engage fully in the intellectual challenge presented by the task at hand.
In addition to these studies, which establish the general effectiveness of simulations in content-based classes, a number of researchers have noted the advantages of using simulations specifically with second language learners. These researchers have shown that simulations promote more authentic communication, attenuate teacher-student asymmetry, and promote changes in student behavior, attitude, and knowledge (Coleman, 1995; Crookall & Oxford, 1990; Garcia-Carbonell, Rising, Montero, & Watts, 2001; Jones, 1982; Tomlinson & Masuhara, 2000) .
At our own university, we have successfully employed a number of simulations with our ESL composition students. Our experience supports the findings of other studies. We have particularly noted that simulations help the students to internalize concepts in a way that reading texts or lecturing alone cannot. This is particularly true for material that requires students to understand a culturally unfamiliar viewpoint or standard. For example, we have found that the use of simulations on plagiary or research ethics greatly improved students' abilities to understand, internalize, and use U.S. documentation standards (Halleck, 1995 (Halleck, , 2000 Moder & Halleck, 1995) .
At the time that the simulations reported here were being designed for the ESL composition course at our university, the composition course for native speakers was selecting articles for a self-published anthology called The Great Plains Reader. One goal of this content revision was to involve students in issues of local relevance. A second was to avoid the easy opportunities for plagiarism inherent in using more common writing topics that might be readily available on the Internet. Whereas such a local approach had many advantages for the American students, if taught in a traditional style it would have presented international students with a bewildering array of completely unfamiliar topics and details. Our challenge then was to select content that would be of local relevance while providing classroom experiences that would make the content accessible to international students.
We undertook a complete overhaul of the ESL composition curriculum using a semester-long set of simulations. In this, we, like Corbeil (1999) , sought to allow the simulations to show their full potential. It was our hope that the extensive use of simulations would allow us to devise academically challenging topics that would be made more accessible to the international students through the extensive manipulation of materials and interaction on the topics that the simulations required.
Hog farms on the range
The course design started with a topic that was much in the local news when the curricular revisions began-the move of large-scale corporate hog farms into small rural communities. Newspapers across the state ran headlines such as "Hogs Become Political Dispute" (Hinton, 1997) , "Hog Plants Smell Like Money to Guymon" (McNutt, 1997b) , and "Neighbor Says Operation Stinks" (McNutt, 1997c) . These headlines may have been perplexing to our international students, but the level of controversy and the diversity of interests involved clearly had the makings of a simulation. The question was how to devise a simulation that would allow students to engage with the topic in all its complexities.
Those involved in the curriculum design included the first author, who was then supervisor of the ESL composition course, and the graduate students who were the course instructors. This latter group included the second author, who was also the assistant director for ESL composition, and the third author, who took a very active
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role in the design of the materials. Prior to the revision, the instructors participated in a daylong workshop on the design of simulations.
At the start of the design process, we examined various newspaper sources on the disputes within the state on corporate hog farms. The situation on which we focused was the move of a large-scale hog-producing corporation into a community of less than 12,000 in rural Oklahoma, which was then facing serious economic difficulties. The community's population had decreased by 8% between 1960 and 1990, and more than 20 local stores had closed. The public school enrollment had dropped 13%, and some small communities had concerns about whether their local schools would have to close. In 1992, voters approved a tax increase to provide incentives to Seaboard Farms, which proposed locating a massive hog-processing plant in the area. The Seaboard Farms operation planned to raise and process as many as 4.5 million hogs a year and employ about 3,000 workers. Four years after Seaboard began its operations, residents opposed to the hog farms began to protest more vehemently, citing the omnipresent stench, the pollution of the aquifer, and the increase in local crime (McNutt, 1997a (McNutt, , 1997b (McNutt, , 1997c . These protests led to calls for state legislation restricting the operations of corporate hog farms (Hinton, 1997) .
We examined the participants and issues in this local situation in order to develop the elements of a simulation. The participants in these disputes included local farmers and ranchers, area residents living near the hog farms, hog farm corporation executives and employees, and state and local political leaders. We developed the roles for the simulations based on these participants and their positions on the issues.
In examining the issues, we divided the needed background knowledge into three topics: local economic development, environmental impacts, and city planning and zoning. Because we anticipated that our students might be unfamiliar with all of these topics, we devised the curriculum so that each would be dealt with in its own small simulation. The semester would then culminate in the final hog farm simulation. All the simulations would be centered on a hypothetical community called "Cimarron Valley." By using a sequence of related simulations, we hoped to lead students to develop a deeper familiarity with the issues, a control of the necessary language, and a greater investment in the issues.
CIMARRON VALLEY The diagnostic essay: Environment versus economic development
In the ESL composition course for which we designed the simulations, the first assignment is a diagnostic essay written entirely in class. This essay is used to assess the writing ability of each student and to determine the linguistic and rhetorical areas on which each student needs to work throughout the course of the semester. The essay also provides a benchmark against which later out-of-class writing can be compared in cases of suspected plagiarism.
We wanted this first assignment to introduce, on a small scale, the issues that we would be considering throughout the semester. However, given that the student was to write this first essay with minimal assistance within the first 2 weeks of the semester, we devised a limited role-playing situation rather than a full-scale simulation.
Students took on the roles of local community leaders. Three companies had proposed to locate in the community: Consolidated Steel Corporation, PrairieSoft software company, and Integritel telemarketing firm. The community could award a business license to only one of the companies, and the students were to write an essay recommending which of the three companies should receive it. The writing prompt is given below.
You are on a government commission in charge of economic development. Cimarron Valley has been chosen as the site for the development of a new town of 10,000 people. You must decide which industry will support the economy of the new community.
Use the attached readings to familiarize yourself with each of the three industries. Based on the information provided along with your personal opinions, write an essay to the future citizens of Cimarron Valley that explains to which organization you wish to grant the access and why.
The readings consisted of memos from a hypothetical consulting company outlining the characteristics of the three companies. The memos gave profiles of the companies, including an overview of each company's history and its specific proposal for the community. These proposals gave details on the number and level of workers that the company would hire, the wages it would pay, and its infrastructure needs, including any financial incentives it requested. In addition, the profiles described the likely social and environmental impact on the community. In the profiles, the economic advantages and the social and environmental impacts were in conflict. For example, Consolidated Steel proposed to hire 2,500 workers, but it needed new roads and utilities and requested tax exemptions for the first 10 years of operation, and it had a history of health and environmental violations. PrarieSoft had an excellent environmental record and required little infrastructure, but it would hire only 150 employees, and these would be recruited nationally. Integritel would employ 600 local part-time workers at minimum wage. It requested the addition of a bus route, but it would have little environmental impact.
Because of time constraints, we did not develop this section of the course into a fullscale simulation. It served as an introduction to the kind of roles and situations we would use in later simulations, and it encouraged the students to begin thinking about the conflicts between economic development and environmental issues in the context of a specific community.
Student response to this assignment was generally positive. Their comments suggested that they appreciated the text responsible nature of the assignment and that they thought the requirements of the task would prepare them well for future writing. For example, one student said, "The articles covered the economic, social, and environmental impacts of each industry. This made it easier to decide which industry should
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develop," and a second said, "I think it provided me with more than enough materials and reasons to write about" (Van Den Elzen, 1999, p. 76) . A third student said, I think this was really good, because when I face the real world I will also have to analyze things & in most cases [problems] have no exact answers and I will have to make decisions based on what I think is the best solution to the problem. (Van Den Elzen, 1999, p. 75) 
WELCOME TO CIMARRON VALLEY
In the ESL composition course, the second essay, the Documented Essay, had two goals: First, the students were to develop an understanding of the rationale behind source citation in a research-based essay, and second, they were to learn and employ various techniques for incorporating sources into their essays. This essay expanded on the Cimarron Valley theme, which had begun with the decision making required in the Diagnostic Essay. The simulation, WELCOME TO CIMARRON VALLEY, incorporated a group project and an oral presentation.
In groups of three, the students designed a plan for Cimarron Valley, a fictional town that would eventually be the home for 20,000 to 30,000 people. We gave students a schematic map of the area in its undeveloped state, which included various geographical features. The students in each group had to decide a variety of issues. For example, how should the marsh areas be used? Should the existing farm be cleared? Where should the upper income versus lower income housing be placed? Where should the shopping mall go? How should the bus system run? Where should the factories be placed? What should happen to the beavers and the beaver dam? Where should the movie theater go? We provided students with background readings on community planning (Kunstler, 1996) and the Ahwahnee Principles for Resource Efficient Communities (Corbett & Valasquez, 1994) to help them formulate and justify their decisions.
After each group had reached consensus on a plan, they drew it on a transparency and color coded each area of the town. Each group presented its town plan to the class and argued for its advantages. Students in the audience were asked to imagine themselves as government officials charged with the oversight of the Cimarron Valley development effort and to apply the key principles of community planning that they had learned from the readings. After all the groups presented, the class voted on which plan they would adopt for Cimarron Valley. This plan then served as the model of the community for the remainder of the semester.
Beyond asking students to imagine themselves as decision makers, we did not assign any other more specific roles at this point. In their imagined roles, students were invited not only to challenge the findings of their classmates but also to incorporate others' conclusions (following appropriate citation techniques, to be sure) into their final drafts. The prompt for the essay was as follows:
Explain your plan for Cimarron Valley and the rationale behind the planning choices you made. Indicate whether or not your plan for Cimarron Valley is in accordance with the ideas presented by Kunstler and/or the Ahwahnee Principles and explain why or why not. Include at least 3 properly formatted and cited quotations from either the Kunstler article, the Ahwahnee Principles, or both.
Students found this assignment challenging, but useful. One student commented, I liked it because it was a new experience. Even though I've had so much planning to do in my life, this was the first time I've had to plan a city! A lot of thinking was involved in this. I tried to come up with the best possible plan for the city but sometimes there were other alternatives too. Once I discussed my plan with the rest of the class, I was surprised to find out that some of [my classmates] had totally different plans. (Van Den Elzen, 1999, p. 79) One student who was less positive still acknowledged the value of the topic: "It is not relevant to my studies, but knowing it is good for my general knowledge" (Van Den Elzen, 1999, p. 79) . The least favorable comment was the following: "I think that this topic [required us to] use our imaginations. I am not a creative person and did not have [any] good ideas about this topic" (Van Den Elzen, 1999, p. 80) . These comments highlight the importance of the group interaction in the context of the simulation in providing alternative solutions to the problem and allowing students to evaluate and further develop their initial understandings of the topic. One can imagine that the student who did not have any ideas of his own about the topic after having read the source materials would have had serious difficulty writing this essay if he had not had the experience of the simulation to draw on.
Cimarron town hall
The purpose of the next assignment, the Library Research Essay, is to introduce students to research methods and to reinforce their citation skills. After the classes had participated in a research methods workshop, the students conducted extensive, individual research on the topic-city zoning ordinances. Students were allowed to adapt an issue from the current news or some other source to create the city ordinance question. Three sample research topics appear below.
Example 1: The Community Action Group has submitted a petition with 2000 names asking that a stoplight be installed at the corner of 5th and Main streets. Research the implication of this possible installation and make recommendations to Cimarron Valley at the Town Hall Meeting to be held on _____(date). Example 2: Jane's Home-Cooking restaurant has petitioned to add eight parking places along the sidewalk in front of her restaurant. Research the implication of this possibility and make recommendations to Cimarron Valley at the Town Hall Meeting to be held on _____(date). Example 3: The landfill for Cimarron Valley was designed to be in operation for 50 years; however, the amount of disposed goods has been exorbitant. If another waste management program is not implemented immediately, the life span of the landfill may be cut in half. As a member of the Recycle/Reduce Task Force of CV, you must research the current dilemma and propose a long-term solution. Make recommendations at the Town Hall Meeting.
Students did their library research and then submitted an outline of the planned essay and the supporting documents. The prompt for the essay appears below.
Using the library's research tools, identify three existing zoning ordinances you feel should be adopted for Cimarron Valley. Explain the rationale behind your choice of these ordinances. In addition, find three zoning ordinances you feel would be inappropriate for Cimarron Valley.
After conducting their research and drafting their essay outlines, students presented their findings in a town hall meeting. A question and answer period in which audience members assumed a variety of roles as Cimarron Valley residents and stakeholders in the various zoning arguments followed each presentation. For example, one student took on the role of the business owner across the street from Jane's Restaurant who was interested in sharing the parking places. Another took on the role of a resident in the neighborhood behind the restaurant who already had trouble negotiating through the traffic near the restaurant and feared that more parking would simply make the matter worse. Students were encouraged to refute their classmates' findings and to support their arguments with their own research. Students could then use this feedback to revise and strengthen their essays.
Student enthusiasm for this topic was more mixed. As we had expected, many did not find the topic of city ordinances particularly exciting. Nevertheless, they found the assignment to be useful. One student's comments reflect this most clearly:
Well, I was not crazy for this topic, but I think that from the different city ordinances we found for this project we could learn from others' experiences. Perhaps one day we can really make them for our own town. Some of the city ordinances that I found were interesting. I'd never thought about them before. It opened my mind in some ways. (Van Den Elzen, 1999, p. 83) This comment demonstrates the power of simulation/gaming to expose students to unfamiliar academic topics and to encourage them to reflect on them in a meaningful way.
HOGS IN CIMARRON VALLEY?
The final section of the course was an extended simulation on corporate hog farming, HOGS IN CIMARRON VALLEY? which would encourage students to draw extensively on the background knowledge they had developed in the earlier assignments.
Each student read a set of newspaper articles that presented differing perspectives on the emergence of corporate hog farms in their host state. For the simulation, we outlined a similar situation and devised roles for the students that paralleled some of the real-life players introduced in the newspaper articles'coverage of the hog farm controversy. The simulation used the following situation.
For this simulation you will be a participant in a Town Council meeting for Cimarron Valley. Recently, a number of factors have contributed to the economy of Cimarron Valley falling into a slump. The industries that brought most of the jobs to the town have found cheaper labor elsewhere and have closed their factories. The young people have earned college degrees elsewhere and have not wanted to come back to Cimarron Valley. The weather for the last four years has been affected by El Nino. This has led to weak crop yields and lack of feed for livestock. In general, the residents of Cimarron Valley are concerned about the future of their town. The OWM Corporation has approached the Town Council of Cimarron Valley to discuss the possibility of locating a large hog farm in the area just north of town.
In this simulation, students took one of the specific roles listed below. They maintained these roles throughout the simulation, and they prepared written materials and oral arguments in support of the position appropriate to the assigned role. Over the following 2 weeks, the students wrote four brief papers of two pages or less responding to the assigned articles from the perspective of their assigned roles. These response papers, along with the newspaper readings, provided the students with support material for the Final Exam Essay.
Roles for Cimarron Valley town council meeting
To increase the student's exposure to this topic, we supplemented the written materials with a screening of a documentary, Hog Heaven or Hell? (Kinser, 1996) , on the effects of corporate hog farming on a rural Oklahoma town. We also took the students on a field trip to a nearby teaching farm that housed approximately 100 hogs. This field trip gave students a direct visual and olfactory experience of a responsibly run smallscale hog farm. They could then imagine the experience multiplied by many hundreds
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of hogs to develop a concept of the magnitude of the corporate hog farm. They also had the opportunity to ask questions of the animal science experts at the facility.
The Town Council Meeting was designed as a gathering in which each student would present the opinions and position of the role each had previously elaborated in the response papers. The Town Council Meeting was held in a joint-section class period, and students from other sections voted on which side-pro or con regarding the establishment of a corporate hog farm in struggling Cimarron Valley-had presented a stronger argument. By the time the students actually began to write the Final Exam Essay, they had had the opportunity to research, consider, and discuss the topic from a number of perspectives.
The Final Exam Essay prompt appears below. Students were told that they could advocate any position; they did not have to maintain the position dictated by their roles in the simulation.
The Oklahoma legislature is presently considering the enactment of a moratorium (ban) on the construction of any new corporate hog farms in Oklahoma. Write an essay indicating whether or not you support this moratorium. Explain your position. In your response, make at least five references: three to articles in the reading packet, one to OETA's "Hog Heaven or Hell" video, and one to your visit to the [Oklahoma State University] Swine Farm. Make certain your references are cited properly.
For this final simulation, it is especially revealing to compare the responses of students who participated in the simulation curriculum with a group of students who wrote on the topic as part of a more traditional curriculum (for further details, see Van Den Elzen, 1999) .
Students in the traditional curriculum read the same materials, saw the OETA video, and went on the field trip to the hog farm. They also conducted a survey of local opinions on hog farms and made oral presentations of their results. The two sections spent a similar amount of class time on assignments related to hog farms.
Students in the simulation differed with regard to how much they liked the topic. Some students said firmly that they did not like pigs or hog farms and would have preferred not to write about them. On the other hand, the stimulation students still considered the activity to be enjoyable and useful.
The students in the traditional curriculum shared the simulation students' dislike of the topic. However, their displeasure also extended to other aspects of the task. They complained about the unfamiliarity and lack of relevance of the topic, the difficulty they experienced in writing, and the shortness of the time allocated to writing it. Although the time spent on the topic was similar across groups, none of the simulation students complained of having had inadequate time for writing.
When asked to rate this assignment for enjoyableness and usefulness (7 = highest, 1 = lowest), the simulation students rated it significantly higher in each category than the traditional curriculum students, as measured with a Mann-Whitney U test. The results appear in Table 1 (Van Den Elzen, 1999, pp. 98-99 ). These results demonstrate the power of simulation/gaming. Although neither group found the topic of corporate hog
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farming very appealing, the simulation students judged the assignment to be both more enjoyable and more useful.
These results are of particular importance in the context of an EAP course. To meet the recommendations of Carson (1994, 1997) , we need to give our students challenging topics with significant academic content. Unfortunately, such academic topics are often not the ones students would choose themselves, nor are they topics with which students have much familiarity. The simulation curriculum appears to have very successfully mitigated students' general dislike of the topic. Furthermore, students in the simulation class engaged the topics fully and took ownership of the material in a way that led to effective and authoritative text responsible writing.
Conclusion
The semester plan outlined here is the result of a major curriculum development effort. This undertaking was no small task, considering the time and resources that went into the development of the curriculum presented above. However, the development model followed here, whereby a group of graduate teaching assistants generate simulations and materials under the close guidance of a faculty supervisor, allowed for not only a clear delineation of duties but also the timely completion of the materials development.
As indicated earlier, the simulation-based approach was adopted in an attempt to resolve concerns about the content and familiarity of source materials and about problems of plagiarism. As we have discussed above, the simulations were highly successful in providing students with a variety of sources and an interactive environment in which to engage them. The materials the students studied and the way they engaged the content in their writing assignments fully met the criteria recommended by Carson (1994, 1997) . More important, the simulations clearly overcame the problems typically caused when ESL students face difficult and unfamiliar academic materials. Although few of our simulation students had any familiarity with any of the topics used in the simulation, they found them manageable and relevant. The roles they took on in the context of the simulations gave them a specific motivation for understanding the source material. The opportunity to hear and challenge the positions of their classmates allowed them to experiment with various strategies for dealing with the issues. In the case of these simulations, such strategies included not only the content of the 
Instructional Method Enjoyableness Usefulness
Simulation 5* (n = 36) 5* (n = 23) Traditional 4* (n = 54) 3.5* (n = 36) *Differences between groups are significant, p < .05.
solutions but also the rhetorical strategies for presenting them. Following the simulations, the students' final drafts were much more detailed and better argued than their earlier drafts. Added to the other positive outcomes of the simulations is the observation that these classes had fewer incidents of plagiarism. We believe that there are two explanations for this. First, the assignment topics were extremely specific and tailored to the materials and activities of the class. This made it very unlikely that a student could find a readily available essay on the topic either from the Internet or from another student.
The second reason relates to the amount of ownership the simulation students had of the topics. The simulation students did not need to resort to desperately copying the language of sources that they could barely understand to describe content about which they knew little. These students, like those of Corbeil (1999) , devoted a large amount of time to the simulations, and in the process, they built and modified extensive schemas that led them to a deeper mastery of the information. Furthermore, the sequence of related simulations permitted them to recycle not only content issues but also the language associated with them.
The compelling strength of simulation/gaming is most strongly evidenced by the astounding fact that unlike the students in the traditional class, the great majority of the students in the simulation classes reported that they found the assignment on corporate hog farms not only useful but also enjoyable.
The effectiveness of this semester-long set of thematically linked simulations in overcoming problems of unfamiliarity, low interest, and plagiarism coupled with its strength in engaging students meaningfully with source materials demonstrate that simulation/gaming provides a powerful framework for the EAP composition curriculum.
